


10 Swashbuckler (Chaotic Good) 
LEVEL & CLASS PLAYER NAME 


Sailor Human (Bloodline Project) 64,000 


BACKGROUND RACE EXPERIENCE 
CHARACTER NAME Ns 








O 0 STR @ +4 ine 
@ +8 DEX O 0 wis 
O +1 CON O 43 CHA 


RESISTANCES 


11. Armor Padded 


X 
4 


Shield 


MAXIMUM Dex = ©Medium Armor © Heavy Armor 
HIT POINTS ONUS 





Magic 
Misc 
Misc 





Dex save vs. area effects: fail — hal 


dmg, success — no dmg 





EDC 
4 


10 d8+1 








ABILITY 
SAVE DC 


\) 
/ 


FAILURES 
DEATH 


NS 


SAVING THROWS 











HIT DICE 
ARMOR 


+12 Acrobatics @ Light O Medium OQHeavy O Shields 
Animal Handling WEAPONS 
@ Simple O Martial @ Other Weapons: 


picana Hand Crossbow, Longsword, Rapier, Shortsword 


Athletics 


Deception Thieves' Cant Thieves’ tools 


History Common Navigator's tools 


Insight Vehicles (air) 
Intimidation 
Investigation 


Medicine 








Nature LIMITED FEATURES PROFICIENCIES 
Perception 


Performance 

Persuasion Panache Cunning Action Uncanny Dodge 
Religion 

Sleight of Hand 

Stealth 


Survival 


$3E33H3HSB334HS3398338% 


Thieves' Tools (Dex) 
SKILLS ACTIONS 





Rapier ¥ Dex Melee +8 1d8+4 Piercing 
Finesse; Sneak attack 5d6 





Unarmed Strike v Str Melee Bludgeoning 


SENSES 


ppeneeery! PUereenre 
peereeree eeerreree 


AMMUNITION AMMUNITION ATTACKS: WEAPONS & CANTRIPS 











Swashbuckler, level 10: 
« Expertise (Rogue 1, PHB 96) [with four skills] 

| gain expertise with two skills/thieves' tools | am proficient with; two more at 6th level 
¢ Sneak Attack (Rogue 1, PHB 96) [5d6] 

Once per turn, | can add damage to finesse/ranged attack if | have adv. 

|don't need adv. if a conscious ally is within 5 ft of the target and | don't have disadv. 
¢ Thieves' Cant (Rogue 1, PHB 96) 

| know the secret rogue language that | can use to convey messages inconspicuously 
¢ Cunning Action (Rogue 2, PHB 96) 

can use a bonus action to take the Dash, Disengage, or Hide action 
« Fancy Footwork (Swashbuckler 3, SCAG 135) 

Enemies | make a melee attack against in my turn can't use opportunity attacks on me 

This lasts until the end of my turn 
¢ Rakish Audacity (Swashbuckler 3, SCAG 136) 

| don't need advantage to sneak attack if my target is the only one within 5 ft of me 

| can add my Charisma modifier to initiative rolls 
« Uncanny Dodge (Rogue 5, PHB 96) 

As a reaction, | halve the damage of an attack from an attacker that | can see 
« Evasion (Rogue 7, PHB 96) 

My Dexterity saves vs. areas of effect negate damage on success and halve it on failure 
¢ Panache (Swashbuckler 9, SCAG 136) 

As an action, | can beguile a creature that hears and understands me, for 1 minute 

It must make a Wisdom (Insight) check opposed by my Charisma (Persuasion) 

- A hostile target gains disadv. on attacks and can't do opportunity attacks vs. not-me 

This effect ends if an ally attacks or casts a spell vs. it, or if it and I are 60 ft apart 
- Targets that are not hostile are charmed and regard me as a friendly acquaintance 
This effect ends if me or and ally do anything harmful to it 


CLASS FEATURES 


Silk rope, feet of 


EQUIPMENT 


My confidence and my respect for my crew are what make me a 
good captain. | can lead a functioning crew, regardless of who 


turns their back on it. 


PERSONALITY TRAITS 


If I'm going to defeat the Lord of the Wastes, | have to stand 
with those around me. 


IDEALS 
My goal to collect the legacy items, so that | can avenge my 
parents’ deaths by killing the Lord of the Wastes, is my main 
priority. 


BONDS 


Occasionally my focus on my goal can turn into 


single-mindedness, and that's when it puts me in danger. 


FLAWS 


Ship's Passage 


When | need to, | can secure free passage on a Sailing ship for 
myself and my companions. | might sail on the ship | served on, or 
another ship | have good relations with. Because I'm calling in a 
favor, | can't be certain of a schedule or route that will meet my 
every need. My companions and | are expected to assist the crew 
during the voyage. 

BACKGROUND FEATURE 


Human (Bloodline Project) (+1 to two different ability scores of my 
choice) 


Magic Immunity: | cannot be affected by magic. Spells that target or 
that would affect me have no effect on me. Magic items that | try to 
use or others try to use on me have no magical effect. Magic 
weapons that | use or that hit me act as their mundane version. 


RACIAL TRAITS 


Common clothes 
Belaying pin (club) 
Lucky charm 

Belt pouch (with coins) 
Padded armor 

Rapier 


WEIGHT CARRIED 
23.2 Ib 
ENCUMBERED 
51-100 Ib 
HEAVILY ENCUMBERED 
101 - 150 Ib 
PUSH/DRAG/LIFT 
151 - 300 Ib 





